





GETTING STARTED 


What You Need 
¢ Commodore 64™ or 128™; Atari® 520ST™, 1040ST™ or MegaST™; 
or IBM® PC or 100% compatible computer 
e Single disk drive 
¢ Monitor or TV (color required) 
~¢ Color Graphics Adaptor (IBM and some compatibles ak 
¢ Joystick(s) (required for Commodore and Atari ST; optional for IBM) 


Loading Instructions 

Commodore 

1. Plug a joystick into port 2 of the computer. (You can use a second icwatick 
plugged into port 1 for two-joystick mode.) 

2. Turn on the monitor, disk drive, and computer. 

3. Insert the program disk into the disk drive and close the drive door. 

4. Type LOAD“*”,8,1 and press Return. 

5. The program will load into your computer's memory and the title screen 
will appear. 


Atari ST 

1. Plug a joystick into port 1 of the computer (plug a second joystick into 
port O for two-joystick mode). 

2. Insert the program disk into the disk drive, then turn on the monitor, 
disk drive and computer. 

3. The program will load into your computer's memory and the title screen 
will appear. i atin 








IBM | 

Loading with a DOS Disk (2.1 or higher) 

1. Plug a joystick, if you plan to use one, into the game port of the computer. 

2. Insert the DOS disk into drive A and close the drive door. 

3. Turn on the computer and your monitor or TV. 

4. Respond to the date and time prompts. 

5. When an A> prompt appears on the screen, replace the DOS disk with 
the program disk. 

6. Type DISK and press Enter. The program will load into fe computer's 
memory and the title screen will appear. 


Installing DOS (2.1 or higher) on the Program Disk 
(Note: there is not enough space on the disk to install DOS 3. 2) 
For Two Floppy Disk Drives: 
1. Insert the DOS disk into drive A and the program disk into drive B. 
Close the drive doors. _ 

2. Turn on the computer and the monitor (or TV). 

3. Respond to the date and time prompts. 

4. At the A> prompt, type SYS B: and press Enter. 

5. You will see a message telling you that the system has been transferred. 
The message will be followed by another A> prompt. 

6. At that A> prompt, type COPY COMMAND.COM B: and press Enter. 
_7, From now on when you want to play WIZBALL just insert the program 
disk into drive A, turn on the computer and monitor, and respond to the 
date and time prompts. In a few moments the game will load into your 
computer's memory and the title screen will appear. 








For One Floppy Disk Drive: 

1. Insert the DOS disk in the disk drive and close the drive door. 

2. Turn on the computer and monitor (or TV). 

3. Respond to the date and time prompts. 

4. At the A> prompt, type SYS B: and press Enter. 

5. Follow the on-screen instructions, using the DOS disk as the “diskette for 
drive A’ and the program disk as the “diskette for drive B-” 

6. You will see a message telling you that the system has been Ran srerret. 
The message will be followed by another A> prompt. 

7. Place your DOS disk in the disk drive, type COPY COMMAND. COM B: 
and press Enter. 

8. Follow the on-screen instructions, using the DOS disk as the “diskette for 
drive A” and the program disk as the “diskette for drive B” 

9. From now on when you want to play WIZBALL just insert the program 
disk into drive A, turn on the computer and monitor, and respond to the 
date and time prompts. In a few moments the game will load into your 
computer's memory and the title screen will appear. 


Game Control 


Joystick Control 

Move the joystick left to put a left-hand spin on the Wizball. 

Move the joystick right to put a right-hand spin on the Wizball. 

Push the joystick forward to move the Wizball up. 

Pull the joystick back to move the Wizball down. 

Press the fire button to fire your weapons. 

One-joystick mode: Joystick 1 controls both Wiz and Cat: To control Cat, 
move the joystick while holding down the fire button. 





Other Commodore and Atari ST Controls 

Wiggle the joystick left and right to activate a lashing icon. 

Two-joystick mode: Joystick 1 controls Wiz; Meck 2 controls Cat. — , 
Pause: Commodore users should press the Run/: top key; press again to | 
resume play. Atari ST users should press the Spac e Bar; press the fire button 

to resume play. ‘ae 

Exit: Press Q to end a game that has been paused. 
Use the volume control on your monitor to adjust the sound level. 






IBM Keyboard Controls 

a puts a left-hand spin on the Wizball. 

X puts a right-hand spin on the Wizball. 

moves the Wizball up. 

/ moves the Wizball down. 

z pauses the game; press the space bar to resume play. 


ESC _ ends the game. 

Press the space bar to fire your weapons. | 

Hold the space bar down to make the direction keys control Cat. 

Press Z and X repeatedly in quick succession to activate a flashing icon. 
(IBM joystick users: press the Space Bar to activate the flashing icon.) 


THE GAME 


For years, Wiz and his faithful feline friend Catelite have lived peacefully 

in Wizworld, a land of color and light. But now evil has come to irrevocably 
alter this idyllic setting; the evil Zark and his horrible sprites have drained 
all the color from Wizworld. Only Wiz and Cat can make things right again 
by traveling the land in their weird and wonderful Wizballs, destroying the 
aliens and restoring the missing color to Wizworld. 





How to Play | 
Each player is given three lives at the beginning of every game. Watch out 
for aliens and evil sprites—their only goal in life is to thwart your efforts (and 
blast you to bits, if you don't get them first)! The 7 landscapes (levels) of 
Wizworld are made up of several colors. These colors have been trapped 
inside bubbles by the evil Zark, leaving Wizworld drab and gray; your job 

is to restore the missing color to Wizworld. First, shoot bubbles to release 
the color trapped inside. Don’t run into them or you'll be destroyed! 

After you shoot a bubble, you must use Cat to capture the falling color 
droplets that result from the bubble'’s destruction. Captured droplets will be 
placed in one of the three color cauldrons grouped together at the bottom 
of the screen. While any color may be collected, your goal is to capture 
droplets that are part of the target color. (The target color may be a single 
color or a combination of colors. You will know that you've caught a target 
color droplet when that color appears in the target cauldron to the right 

of the screen, as well as in one of the color cauldrons.) To complete a target 
color, continue catching the necessary color droplets until the target 
cauldron is full. A bonus stage is awarded when a color is completed, after 
which a new target color is assigned. To complete a level you must color 
in the landscape 3 times, each time using the target cauldron as your guide. 


Menu Selections 


Commodore and Atari ST 

After the title screen a top score list appears, followed by the player 
selection menu. Commodore users will be given the option of viewing several 
informational screens (Wiztips); press the space bar to view these screens in 
succession. Wiggle the joystick to return to the player selection menu, and 
move the joystick forward or back to select the option you want: 


One Player One player controls both Wiz and Cat. 

Two Player One player vs. another player, alternate turns. 
Two Player Team One player controls Wiz, the other controls Cat. 
Three Player One team vs. one player, alternate turns. 

Four Player One team vs. another team, alternate turns. 


Press the fire button to select the option, and press it again to begin the game. 
(Commodore users: when you lose a life, press the fire button to resume play.) 


IBM 

After the title screen a list of scores will appear, and you will be given the 
option of viewing several informational screens (Wiztips). Press Enter 

to view these screens in succession. Press the space bar to return to the 
scores screen; press it again to proceed to the player selection screen. 
First use the up and down direction keys to move the pointers to the type 
of control you will use—keyboard or joystick—and press the space bar to 
make your selection. At this time you may turn off the sound if you wish. 
Simply move the pointers to “sound on,’ and press the space bar to toggle 
back and forth between “sound on” and “sound off” Then use the pointers 
and the space bar to select either one or two players; in a two-player game, 
players alternate turns. When you've made your selection, press the space 
bar; the “Get Ready” screen will appear. Press the space bar again to begin 
the game. 


Display Screen 


(Screen varies slightly from format to format.) 





Key 
icons: 
B __s~Player two's score 
C High score (not present on Atari ST) 
D Target color cauldron 
E Color collection cauldrons 
F Level 
G_ Aliens remaining 
H  Wizballs remaining (On the IBM version, the number of remaining 


Wizballs is shown to the right of the high score. If Cat is active, ee 
number of Cat's remaining lives will be shown here.) 
I Player one’s score 


“NOTE: On the Commodore version, the icons are at the bottom of the 
screen and alternate with the level number and cauldrons. 


Icons 


When certain aliens are killed they deposit a green pearl, which remains 
stationary on the screen. If Wizball passes over a pearl and picks it up, the 
first icon will start to flash. (Activate a flashing icon as indicated in the Game 
Control section of this manual.) Subsequent icons will flash in order as more 
pearls are picked up. To select another icon, continue collecting pearls until 
_ the icon you want is flashing. (Icons 1, 2 and 5 each control two distinct 
powers and thus can be activated twice.) Icons give you these special powers: 
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ICON 1 


Thrust Gives Wiz more control over the Wizball and allows him to 
move it left or right. 

Anti-Grav Gives Wiz total control of the Wizball. 

ICON 2 

Beam Gives Wiz a supa-beam weapon. 

Double Gives Wiz and Cat dual-directional fire power. 

ICON 3 

Catelite Gives Wiz a Cat. 

ICON 4 

Blazers Gives Wiz and Cat super power blazers (use sparingly). 

ICON 5 

Wizz Spray Gives Wiz mega-spray protection. 

Cat Spray Does the same for Cat (only one at a time can have spray). 

ICON 6 

Smart Bomb Kills every sprite in sight. 

ICON 7 

Shields Gives Wiz and Cat temporary shields. 


When an icon has been selected and its special power conferred on Wiz 
(or Cat), the icon symbol will change to an arrow. To select an icon to the 
right of an arrow, you must first pass through all arrows on its left. Acquire 
pearls to activate arrows, and select each one in turn until you reach the 
icon you want. Powers won during a Wizball’s life are kept for the duration 
of that life. 


Scoring 
Shooting aliens 10-500 points 
Collecting pearls 100 points 


Collecting droplets 150 points 
Completing acolor 2000 points 
Completing a level 7500 points 


Bonus Stage 

A bonus stage is awarded each time a color is completed. During a bonus 
stage, killed aliens are worth 40 times the usual number of points. 
Successfully completing a bonus stage gets you another bonus stage. After 
a bonus stage, Wiz goes to his WizLab and is given a prize by his Guardian 
Angel. You may select one weapon or control which will be magically 
endowed on all subsequent Wizballs. Or, you can choose to receive bonus 
points equal to 1000 times the level number. Extra lives can be won during 
a bonus stage by shooting the Wiz look-alike; if the image makes a noise, 
you get an extra life. 


Hints and Tips 

¢ Disguised arrows near the tubes indicate the direction of travel. 

e There will be only one color of droplets on a level at any given time; 
use the tubes to move between levels. 

e You have access to only three levels at any one time (and there is only 
one entrance to level 3). You must complete level 1 before you can access 

_ level 4, and so on up to level 7. 

° If Wiz mate screen too long without shooting anything, or comes 
in contact ' g color droplets, a fast-moving alien will launch 
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